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AMIGA 


HOW (me 


Amiga 500 is here. 

With a mind-blowing array ot 

features and capabilities. 

And a/;499.99--price ticket 

(inc VAT), hundreds of pounds less 

ihananvone could have predicted. ^ 

“ a miracle of compression... 

writes Popular Computwn Weekly* 

“ ii all adds up to a formidable 

system which is clearly bciier than 

anything else at the price. 

lliis elegant little machine 
takes tamily computing into new 

dimensions of creaiivity, excitement 

“"^’’'"anaou.gunsomcc 

l»Cs as a business multi-taster. 

perfurming a deskful efdilftrem 

jobs simultaneously, at over 7 million 

steps per second in realtime. 

So other home computers ma\ 

not be the only machines it consigns 
to the toy cupboard. 
amazing science fact. 

Amiga is used by Disnci> 
Universal and other Hollywood 
studios for its dazzling 3D graphics 
manipulation and animation powers. 

A sophisticated high-speed 
graphics processor called a blitter 
chip transforms images in realtime. 

You can paint the screen with 
more than 4,000 colours. C'.reate and 
modify designs and effects as you 
like, with pin-sharp resolution. 

You command an almost 
limitless workshopful of stunning 
professional graphics capabilities. 
With an optional Genlock 

interface, you can capture images 

off videotape. .Manipulate and mix 


synthesise the human voice. 

It can speak back anything 

you care to write on the keyboard. 

So this is one computer 

that can not only word process with 
faultless professionalism, and 
incorporate superlative graphics into 
the text, it can also read the text back 
to you aloud. 
gamesmanship 

and WORKMANSHIP! 

The new Amiga 500, in 
fact dumbfounds its competitors in 


happens by w 
and pulldown menus. 


every way. . 

Graphics, stereo sound, multi 
windowing, multi screens, 512K to 
iMb RAM (expandable by an 
incredible 8 further megabytes 
externally’ *), 3'/" internal disk drive 
with 880K of mass memory, 

4 unique dedicated chips plus the 
16/32-bit power and 7.14 MHz speed 
of its central processor, communica- 
and vast expansion potential 

all add up to a computer of 

immense professional capability. 

Yet the same technology 
aUows the Amiga 500 to play pmes 
mind bending that only full- 
scale arcade machines 
have been able to play 
them until now. 


And the Amiga 500 simplifies 

life in another way too. 

There is now no comparable 
home computer. At any price. 


INCREDIBLY 

Qy INCLUDIS 


Computer of the Year 


99 - 

including vat 


Try the astonishing new 
Amiga 500 at your nearest 

Commodore Amiga dealer. 

And discover why Personal 
Computer WorW, having tested the 
graphics performance of Amigas 
latest and most powerful rival, 
concluded “...Amiga still reigns 


them with graphic.s.Then re-transfer 


them to videotape! 

l-his means you can produce 

spectacular special effects like those 
created by Amiga computers tor 
Channel 4’s Chart Shozv and the 
American IW science hction senes 


YOU AIN’T HEARD ^01 ■ - 

Concealed within the sleek 


Amacing Stories. 


: Includes Pcluxel’aini f 


„ Idccironic Answonh +VXT! 


An optional diptiser allows 

you to take onboard real sounds. 

Mix and modify the two.-Iraplatc 

vour compositions from keyboard 

to sheet music. I’lay them back 

and unique cuaiom chip, i. can ihroush .he monitor's speaker or 
ssmhesi musical instrumenis an. your hi-ti. 

IIUPHONK08WI7/0OM UUX 846857 (»MUa. 


Amiga shape, there is also 
a pro-quality sound synthesiser anc 
four-track stereo sound system. 
Driven by another powerlul 


and AMIGA MEANS 

•FRIEND’! 

However many of the 
Amiga’s extraordinary talents you 

find yourself using, they will all be 

beautifully simple and natural. 

You will be totally at home 
in the friendly and effortless Amiga 


Cr 


•Subitauatmlthilty 

T)AllRl 6 HTSMStRVlO 








Commodore 

Once Amiga had detangled itself from the tentacles of Jack 
Tramiel’s Atari Corporation, Commodore’s licensing agree¬ 
ment became a full-blown buyout, and the Amiga was ann¬ 
ounced in mid-1985 with a plan to have the machine widely 
available by Christmas. However, production issues meant 
the computer didn’t begin shipping until November, and 
only 35,000 machines were sold by the end of the year. 


Resultant cashflow problems meant marketing suffered, 
and sales in early 1986, limited largely to niche computer 
stores, were sluggish. A plan was hatched to re-invent the 
Amiga as two models: the Amiga 500, a lower-cost version 
meant as an upgrade to the Commodore 64 and a comp¬ 
etitor to TramieTs Atari ST; and the Amiga 2000, a higher- 
end workstation targeted at the creative market, intended to 
take on Apple’s Macintosh. 


ALL THIS 
FOR _ 

justC 


Privileged Purchase Card 

W»'<nvoup«»ticpa>»*i»w<inqu«olHf 
hwn Potironii. you ml aloo • 
pnvitogod pu>t^•Mr card •noM^ you 10 
add to you ooAocMnol Amtea toRiMar*. 


oOtof producto avattobto tram PoMtonn 


Launched in the US in late 1987, the Amiga 500, unlike its 
predecessor, sold in department stores along side the Com¬ 
modore 64. This improved sales immensely. Its stereo sound 
and high-resolution graphics were attractive to gamers, who 
were willing to pay the $100 premium over the price of the 
Atari ST for what they saw as a better machine. 


The Amiga 500 would arguablv win the war over the ST in 


argus 

North America and mainland Europe, but they would both 
eventually lose to the PC in the mid-1990s. 


THE AMAZING AMIGA... 




Pack Includes: 

ASOOCPU, Mouse, P.S.U..T.V. Modulator. Very 
First Tutorial. Workbench 1-3. Basic, Extras and 
Manuals. 

PLUS POSTRONIX BONUS PACK 

WORTH OVER £250 which includes 10 Blank 

Disks, Disk Storage Box, 10 Excellent Games, Mouse Mat. 
Mouse Bracket (Mouse Holder) Deluxe Paint. 

f 100 00 
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excellence! 


Amiga designer Jay Miner earl¬ 
ier worked at Atari on the 2600; 
his team subsequently develop¬ 
ed the integrated chips behind 
the 8-bit Atari home-computer 
line. When Warner Communica¬ 
tions rejected Miner’s proposal to 
develop a 16-bit machine, he left, 
and in 1982 he was approached to 
' head hardware engineering on a 
new 16-bit game console. The proj¬ 
ect would quickly pivot towards a 
home computer instead, and a pro¬ 
totype was shown at the January 19- 
84 Consumer Electronics Show. 


ONLY COMMODORE AMIGA 
MAKES ALL THIS POSSIBLE. 


By late 1984, the components in the 
prototype had been consolidated into a number 
of custom chips, including a graphics chip that 
had the ability to “genlock”, or match its freq¬ 
uency timing with that of another video signal, 
useful for overlaying an external video source 
with graphics, and a popular Amiga feature with 
videographers and TV stations. 

p°°' The sound chip, codenamed Paula, sported ster¬ 
eo output, with each stereo channel mixing two 
digital hardware channels (for a total of four 
^hardware channels, in comparison to the Atari 
ST’s single hardware channel). Music software, 
known as “trackers” could send digital samples 
to each of these four channels (stored as the 
MOD file format); later, more advanced software 
would allow for software mixing and double the 

number of availa¬ 
ble channels to 8. 


When YOU first see a Commodore Amiga 
you’ll be amazed at how much it can do. 

After you've seen its capabilities you won’t 
be surprised that over a million Commodore 
Amigas have been sold worldwide. 

That'S because commodore Amiga is 
the world’s most advanced home and small 
business computer, it is also the leader in 
specialised applications such as Desktop 
Publishing, video graphic design and music. 

It talks, animates, educates. Whether you're 
nine or ninety student or teacher, commodore 
Amiga has the software to aid learning. As well 
as these applications, it offers a wealth of enter¬ 


tainment with the latest hi-tech video games. 

The potential of the Commodore Amiga 
doesn’t stop there, commodore Amiga hX^ 
thousands of software packages availab 
well as a huge range of supporting maJ ' . 

The commodore Amiga 5CX3 and 2 I.- 

make so much possible you’re limited only” 
by your imagination. 


The Amiga’s 


phics and sound 


gra- 


would be the envy 
of the computing 
world until the 
mid-1990s brought 
SVGA and hi-fi 
audio to PCs. 


For further information and your nearest 
Commodore dealer phone (008)023233. 
















































See the difference...know the reasons 

You are al)out to enter a new dimension in personal computing with tlie PCPCII ™a 
higli resolution color graphics svstem for tlie Macintosh II. The PCPC II19 inch monitor 
gives you a giant window into tlie color world of computer aided design, computer model¬ 
ing, advertising, presentation graphics, desktop publishing and unlimited color applica¬ 
tions. Designed for die most demanding professionals, the PCPC II provides die power and 
performance required to be your creative best. 

Look at a PCPC II and experience die sharpest and most vivid colors possible. Witness 
a dazzling display of 256 colors from a palette of l6.8 million hues for die most realistic 
images possible. And for monochrome graphics, 256 shades of gray provide maximum 
detailing. 

At PCPC, quality is an essential part of die design. Quality starts widi state-of-the-art 
monolidiic CMOS technologj', Zip-pack video IMM for high reliability', and the lowest pos¬ 
sible parts count to assure long life and trouble-free use. Widi 768K of video RAM, the 
PCPC II provides a resolution of 1024 x 768 with 8 bits per pixel. The non-interlaced dis¬ 
play ensures an absolutely flicker-free screen and the sharpest picture imaginable. The 
Iiigli resolution monitor (previously found only on engineering workstations costing many 
thousands of dollars more) displays your work in its best light. The monitor’s super fine 
pitch (0.31 mm) means you gel incredible clarity'. And for your personal comfort, the 
PCPC II features an anU-glare coaling and a tilt-swivel ba^. 

Now that you know the true colors of quality’ don’t compromise! 


I National 
I Semiconductor 


Vfe were ready 
forflieMacnalmost 
before they wera 


The first colour Macintosh, the Macintosh 
II had an external display and internal 
slots, diverging fronn the previous all-in- 
one fornn-factor of the Macintosh line. It 
cost $7145USD, as nnuch as a cheap car! 


Personal Computer Peripherals Corp. 

6204 Benjamin Road, Tampa, Florid 33634 
(813) 884-3092 (800) 622-2888 


The Macintosh II had to be developed in secret, since Steve Jobs objected to both 
the idea of expandability (due to compexity) and colour (because colour printers 
were uncommon). To keep Jobs in the dark, internal managers referred to it by 
a number of codenames including “little Big Mac” and “Paris”. After Jobs was 
fired from Apple, the project went on in the open. Introduced at MacWorld in 
1987, the II initially shipped with a 20MB hard disk, iMB of RAM and a 16-mhz 
Motorola 68020 CPU with a 68881 floating-point math co-processor. 

Meanwhile, Atari looked to cash in on the video-game console resurgence with 

its Atari XE video-game system. Essentially a 65MI in a different case, the 

XEGS came with an external keyboard and light gun, a few new games j 

and a bunch of old ones re-designed to work without needing the key- 

board. Unfortunately, with a library of tired titles and based on an 

aging hardware platform, the XEGS was doomed to fail, and strugg- 

led until its eventual discontinuation in 1992. __^^^^1 

The Atari 5200 had initially been conci- 
evecd as a sinnilar re-packaging of the 
Atari 800 connputer systenn, but nnana- 
■> Jm gennent at Atari were concerned that 

connpatibility could erode ganne sales, 
and the 5200 was intentionally nnade 
incompatible, which led to a lack 

% of titles that doomed the console. u|r IH|R|EnB|^H 

IB . Atari have benefitted 

x&k ^ JHL from a 


ICTRODUCINGTHE 
NS8/16 MEMORY 1 
EXPANSION BOARD ' 
TORTHE MACINTOSH 11 


AUVmilQUAUTY 
AND SUPPORT YOU CAN 
RELY ON 


FOR MORE INFORMAllON 
CAirniE COMPATIBLE 
PRODUCT'S GROUP AT 
800-J45-4006 
OUTSIDE OF CALIFORNIA 
CALL800-538-8510 


;—r—^- - - 

M rEATi 'Divr. Iligli-cnd appltaiioiiswill ran :ii loo 

Al - perfomBiicttoAuiKlcrAAlX.VHIIioul 

’CVlSi ) conipiWiiy. modilicaiiwis. And the NSS/16 tenuins 

oompleielytninsinreniiollicu.'ief. 
liulieM aciniodi II opcralini; system. 




The best cofor grajAics system 
for the Macintosh H. 


...IT HAS IT ALL!!! 

Intfxxiucing the AIARI XE Vldm UgM Gun for playing the nwMt axcH- 
Qama Syetam. Everything for tha ing target and shooting gamea. 
aophlaticatedgameplayarinonetxn. The XE Gama Syetam haa a great 
AaHcMydaalgnadgameconaolawIth exlatingllbraryolaportagainea,8trat- 
anlncradlbla64kllobyteaofmamory. agy gamea, and arcade claaalca. And 
Thatia ae much power aa a computer, hundrada of XE and XL' gamea are 
H craatea tha moat lifelike graphica playable on the new XE ayatam. H the 
and animation ever. aerloua gamer wanta to play dish- 

Add a fulPaized keyboard to your baaed aoftware, an XE diak drive la 
ayatem for playing tha moat advanced availaMa aeparataly. 
arcadeandcomputergamearequiring The XE Video Genre Syatem. 
keyboard interaction. And theret the Another Atari breakthrough. 
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* cult game 


START 


S~SSa:~S 


[UNGKON POSSHG): 


CLASSIC 
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Steve Wozniak’s Breakout would see a revival in the arcade- 
“smash” (pun intended) Arkanoid, popular on i6-bit home computing 
platforms like the Amiga. The launch of the Amiga 500 and discounting 
of the encouraged game developers to invest in these newer 

systems, and consequently, availability of higher-quality versions of current 
arcade titles drove 16-bit computer sales. 

Role-playing games would also begin to get the 16-bit treatment. Activision 
published dungeon-crawler Knightmare (based on a popular UK childrens’ 
show) in 1987 for both the ZX Spectrum (still wildly popular), the C64, CPC 
and the Atari ST. 

Ultima IV would be released for the Atari ST in 1987 and the Amiga in 1998, 
having been originally developed for the Apple II in 1985. Previous outing 
Ultima III had been released for both 16-bit platforms in 1986, while sequel 
Ultima V would be released for all platforms by 1989. 

Finally, the first chapter in the long-running RPC series 

would begin to gain traction in 1987. Initialty self-published by 
creator Jon Van Caneghem for the Apple II after three years of devel¬ 
opment, the game would eventually be picked up by Activision and 
ported to a dozen different platforms, including the Macintosh. 


From Origin comes the long-awaited sequel 
^ to the award-winning 

TW Ultima™ III / 


Quest of the 
Avatar 

A state-of-the-art fantasy role- 
playing game of unprecedented 
magnitude by Lord British". 


nental skills while 
ic of your characi 
, king^mofLord 
ough terrain of ini 


Ltndreds of topics. 


ngiy impossible 


70 R/G/NI 


r. /136 HARVEY ROAD. LONDONDERRY. NH 0305.3 (6a3l 644.3.360 

The latest adventure in the award winning Ultima i 




UjQrriorjs^t’^eMini] 


An Adventure] 


'STARTC 



is- J 










IWDfOGAMfS^ 








HjjN 






















































SkiJfflnwy 




H^hip 


diallenges your reflexes in simulated sailing, sea 
and land battles and swordflghts. It tests your cun¬ 
ning in bargaining with merchants and negotiating 
with government officials. From the romance and 


haw nin up more gunc time (m 
entire month previous." 

‘Thisisoneofthemosimaigrd 
pieasute of playing! It has exa 
ability and silliness that I mo't 

"PIRATESI i5a6« Alt ftl t/lcoJ 
best efforts The graphics on all 
done it agidn, MicToprosc. ' 
(Lany Mcdlln, 1 
PWATESI It's another 
and designer of the aw 
EAGLE and SILENT SEM 
has combined the best J 
and strategy games in tH 
You’re a 17th centur] 
thick of the action on thj 


Race computer op|»nems 
=-iWfe}(iftrtiite -toiii^ , 
courses. Bolt p^nSrstacles 
and run narrow gates. Skim 


STRATeaic sinuLATions. inc. 
1046 N. Rcngstoiff Avenue 
Mounmin View, CA 94043 
(415) 954-1353 


FOHTUIPMTHE 


r^imulation 


IWHYWAIT 
lUNTILNOV 
1988 TO FIND 
OUT WHO WILL WIN 
THE ELECTION WHEN 
YOU QWSi FIND OUT 
RIGHT NOW? 


Who’s going to win the wide-open 
presidcniiai race in 1988? Bush? Jesse 
jsekson? Albert Gore? Pat Robertson? 

Don't wait for the pundits and poll¬ 
sters to predict the outcome. You can 
do a better job with PRESIDENT ELECT: 
1988 EDITION. 

And you can do it right now. 

This fun and fast game is a realistic 
simulation of the upcoming election. 

It’s a perfect holiday gift for armchair 
politicians of all ages, from the seasoned 
campaign follower to the youngster just 
learning about America’s democratic 

Ivlost current and potential candi¬ 
dates ate included, all rated for their 
socio-economic views, foreign policy 
position, and charisma. You’re free to 
change these ratings or to create your 
own candidates. By taking into account 
various economic factors and world 
events, you establish the political climate 
of the election. 

Then you hit the campaign trail, 
managing and playing the candidaicfs) 
of your choice. Your fixed allocation of 
Ralitical Action Points must be spent 
wisely; campaign stops, carefully phnned 
to avoid fatigue. If you choose to debate, 
you’ll be scored on your answers to such 
hot issues as protectionism, Nicaragua, 
and arms control. 
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mm The Right Stuff 

V —MV TimoQ /Ann ot: \ 


■NY Tunes (Aug. 25.1987) 

Strap yourself into Chuck Yeager’s Advanced Flight Trainer.'” 
The only flight simulatifen co-designed by the greatest test 
pilot ever. And with action so fast, even experienced pilots 
‘auger in! Th^; right stuff is right here. 


Test the limits of 14 different 
aircraft using Yeager s own 
evaluation driecklist. From the 
, classieWWISopwith Camel to 
►'the macf>-speedSR-7t Black- 
E; bird. Push the experimental 
XPG-12 to the edge of space. 


m 


fly formation on\feager’s wing 
through Dead Man’s Slalom. 
Catch the breathtaking fear of 
a Hammerhead stall, the 
adrenaline rush of an aileron 
roll, the thrill of your first 
Cuban 8. 


Seat-of-the-pants flying in 
the only simulation with over 
forty yMrs of experience. 
Vbager insisted on actual air¬ 
craft specs and his own flight 
evaluation charts Climb into 
the cockpit and see if you’ve 
got the’right stuff 


After nine turns (each bcinga week), 
the computer declares the winner. 

The computer can also play a game 
over and over again - with major param¬ 
eters changed each time - so you can 
quickly see how a particular election 
might turn out. 

If you predict the correct winner 

satisfaction. You’ll have the chance to 
win up to $1988* in SSI’s President Elect 
Contest starting now. The sooner you 
send in your prediction, the greater your 
chance to win the whole $1988. 

Look for this political crystal ball at 
your local computer/software or game 
store today. All SSI games carry a "14-day 
saiis/aciion or your money back" guaran¬ 
tee. Write or call for a fra color catalog of 
our full line. 
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ELECTRONIC ARTS® 


I Mb AU lUN-bIMULATION 


>nic battlefield^' ^ 
'aphics enable vn.. 

'°^ble spots 

’0 cameras, nipht 
nputers. miss^"* '"ewers, 
“«essfu/ J®’ ^°<:'‘ets. 
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AIRBORNE RANGER.Achallenging combination of danger 
and suspense. Available for the Commodore 64/128K. 
Cassette £14.95 Disk £19.95. 


e one of the elite... parachuting alone behind enemy 
'he enemy controls the terrain, hidden in bunkers and 
ne gun nests.. .you may be surrounded.The action is 
as you control one soldier^ battle against over¬ 
ling odds. You'll need skill and strategy to out- 
juvre your enemy, plus courage and some luck to 
your escape. Airborne Ranger is an exciting fast- 
simulation with 12 desperate missions in 3 different 
s of the world. The possibilities are endless! 

send-copy/ies of Airborne Ranger CBM 64/128 □ Cassette £14.95 □ Disk £19.95 □ Further details. 

(block capitals)Address. 


/^CRDPKBE 


it my Access/Visa card. Expiry date 


including 55p P-FP. Cheques payable to MicroProse Software Ltct 

No.nii- 


MicroProse Ltd., 2 Market Place,Tetbury, Gloucestershire GL8 8DA. UK.Tel: (0666) 54326.Tlx: 43422 MPS/UK^j! 




'2-95DFortherdetai/s 


— Address 
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Simulation was the name of the game m 1987 - pub 
lisher was riding high on popular titles such as Pirat 

es!, Gunship and Airborne Ranger, products with more complica 
ted game mechanics than your typical arcade-style game that ap 
pealed to computer users craving more sophisticated fare. 


In Gunship, the pleyer controls an AH-64 Apache helicopter 
advancing through missions to destroy targets and protect 
troops. It was extremely well rated and became one of 
’s best-selling titles. 


Sid Meier’s Pirates! 


aLLowed you to pLay 


a pirate, a privateer 


or a pirate hunter 


in the 16th-18th 


centuries. 


Other publishers rode the wave - wargame developer Strategic 
Simulations came out with President Elect, an election campa¬ 
ign simulator; EGA got into the flight simulator game with 
Chuck Yeager’s Advanced Flight Trainer, and Epyx brought 
submarine warfare to the masses with Silent Service. 


Set in the Carribean, 
the player is free to 
sail unrestricted 
throughout the reg¬ 
ion, and the game 
evolves based on 
the player’s actions. 


I^tes! The world’s first swashbudding simulation 
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TEST DIVE 

ONE FOR YOURSELF. 


i In their day, they ruled 

• over three quarters of the 
i earth’s surfece. 

During WWII, they 
i vi(nousl y brought Britain 
i to her 
i knees, 
i And 
I Japan 
: to the 

: ground.'_ 

: These were the silent 

• killers: Tench. Gato. 
i U-Boat 

: And now, they return, 
i In this, the most realistic, 

: all-encompassing simula- 

bon ever created! 
for the personal j 
'inputer. i 
mu will com-; 
mand one of six ; 
J types of Amer- 
i ican subs or German Kriegs- 
i marine U-Boats, during any 
i year from 1939 to 1945. 
i You’ll perform one of over 


TAKBOUR PREVIEW DISK FOK A SPIN. DstplRisaiipm 
maii with ymr check or money ordn an<t well gladly send yon k 
South Pac^ to hate it out with an enemy fleet. 

MaUtoSmbBettkPrrtinanO.Box3745. VmngAMerica.MS5S394. \ 


among other thin^. 
Your arsenal will in- 
i dude deck and anti- 
i aircraftguns.'lbrpedoes. 
i And mines. 

But even all that may 


n orders please add 50c /br additional postage. 

I 60 missions. ()r you’ll en- 
! in the most difficult 
of all: To make it 
)u^ the entire war. 

Each vessel is com¬ 
pletely unique and 
painstakiiwly authen¬ 
tic, so youH have a lot 
to learn: Navigation. 
Weather. Rada: 


Destroyer, you’ll still 
have to contend with the 
gunfire of enemy aircraft. 
No simulation has 

. ever had the degrre of 

authentidty, gut-wrenching 
action or historical accuracy of 
this one. 

The first release of our 1 
Masters (follection. An( 
a challenge of unbe- 











































































The “^hettc blaster” or “boombox” were common terms for which grad¬ 

ually increased in size during the 1980s as listeners of hip-hop music demanded greater levels 
of bass from their units, culminating in the Tecsonic Super Jumbo J-i, made famous in the Spike 
Lee movie “Do The Right Thing”, mth dual 8” woofers and 20 watts of power per side, this 25- 
pound (11kg) beast led to numerous cities from public places. 


Popularized by glam-rock, new wave and synth-pop 
bands such as Devo, the “keytar” allowed keyboard¬ 
ists to get out from behind the synthesizers and 
perform on stage. Originally a full-blown synthe¬ 
sizer itself, later mod^s were merely MIDI control¬ 
lers. 


This popularity led to consumer demand for vers¬ 
ions targeted at amateur musicians, and Yamaha 
answered with the SHS-10, a miniature version with 
32 small keys and a 25-instrument in-built FM synth¬ 
esizer. Like its larger cousins, it has a MIDI-out port 
for controlling other equipment, and its demonstr¬ 
ation song is an arrangement of Wham’s “Last 
Christmas”. _ 


COMPLETE PACKAGE 
INCLUDES RAM 
MUSIC MACHINE 
PLUS YAMAHA SH5 
10 SYNTHESISER 
KEYBOARD PLUS 
FREE MIDI CABLES 
ALL FOR 

ONLY 

£ 99.99 
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Radio Electronics published 
these plans to make an elect¬ 
ronic Christmas tree, with 
parts list and a circuit board. 


This page reprints everything 
you need to build this project 
yourself. 


How it works 


l;r."“ drain is alHan m J,”; 


however if vnn ri/. ' ’t) mA; 

R4-6 or CM in 

Wink rare. thccur^iTrt, 

proportionately. 


I then increase 


parts list 

R4—3000 ohms 
R5 2200 ohms 
R&—2700 ohms 
R7-R18—39 ohms 

Capacitors 

SemSStS ® 

LED flasher 


270-401 or 


itself is only 5-inches high, the PC board 
material must be bYt inches high because 
the tree’s I Vi-inch trunk is part of the PC 
board. Since etching large copper areas 
not only takes excessive time but al.so 
shortens the life of the etchant, we suggest 
you trim away the unwanted PC board 
material before you etch the board. Or. if 
you prefer to cut the tree to size after the 
pattern is etched, protect the foil of the 
large unused trunk area with resist and 
simply let the copper remain. As long as 
the trunk's foil doesn’t come in contact 
with any of the circuit traces it makes no 
difference whether it’s there or not. 

If you want to decorate the front of the 
tree, do it before the holes for the compo¬ 
nents are drilled. For example, the author 
sprayed the component side with a bright 
automotive metallic-green paint. To pre¬ 
vent a defined line, a cardboard mask was 
held about Yi inch above the board. Then, 
the edge of the PC board was '’dusted” 
with a fine mist of white paint to simulate 
snow. After allowing for adequate drying, 
again using a cardboard mask, the trunk 
portion of the board was painted with a 
metallic-brown paint. 

Allow the decorative paint to dry over¬ 
night before drilling the component 
mounting holes. I’hen install and solder 
the eight Jumpers, the resistors, the IC’s, 
and the capacitors. Then insert all the 
LED’s, observing the polarities shown in 
F'lg. 2. Position the LED’s so that they are 
raised approximately '/i inch off the 
board. To do that, turn the board over and 
lay it down on a flat surface, being careful 
not to allow any LED’s to fall out; that can 
be done easily by holding a piece of .stiff 
cardboard against the LED’s while turn¬ 
ing the board over. Keeping the board 
parallel to your work surface, .solder one 
lead of each LED. Turn the board over and 
carefully look across the surface to see 
whether the LED's are straight and at the 
same height. If not, correct as needed. 
When you’re satisfied with their align¬ 
ment. solder the other lead of each LED. 

Adding the base 

Prepare the surfaces of the battery hold¬ 
ers and the PC board for gluing by sanding 
the back of each holder and a '/(-inch strip 
on both sides of the circuit board at the 
bottom of the trunk. Mix a small amount 
of a 5-minute epoxy and apply some to the 
Vk-inch strip on both sides of the circuit 
board. With the battery polarities opposite 


ither. sandwich the PC board be- 
the holders. Hold the as.sembly 
on a flat surface that’s covered with 
: of wax paper. You will have a few 
i working time before the epoxy 
I ensure- proper alignment. Make 
that the holders are even and that 
cuit board is centered and upright 
1 the holders. In about 5 minutes 
e will have .set up sufficiently, and 
t can be lifted from the wax paper. 
U.se acetone or flux remover to clean ex- 
ce.ss glue from the bottom of the battery 
holders. As with most other cleaners, be 
careful not to touch the painted surface. 

After allowing at least one hour for the 
epoxy to cure, solder a jumper wire at one 
end of the battery holders, across the ad- 
jacenet positive and negative terminal 
lugs. From the battery .source ends, solder 
the positive and negative leads directly to 
the foil traces—as shown in Fig. 2. The 
LED’s will start to flash as soon as the 
batteries are installed. Any LED that fails 
is mo.st likely defective, or installed with 
reversed polarity. 

When you’re certain the project is 
working, you can add a final “dress up” 
by gluing a colorful felt material over foil 
traces on the back of the board. R-E 
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I Pn .k ui- f ^ special kind of flashin? 
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c ontinued on page 82 


LIGHT UP THE HOLIDAYS with the electronic Xmas 
tree. The PC board for that project is shown here. 
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a HUGE 

Thank You 

to all of our 

Kickstarter 

backers! 



Thanks to you^ 



com 1 ny 









Content for this special mini-issue came from the following formally copyrighted sources: 


BYTE December 1987 
Amazing Computing December 1987 
Amiga World December 1987 
Antic December 1987 
Apple 2000 December 1987 
Commodore User December 1987 
Compute! December 1987 
Compute’s Gazette December 1987 
Crash December 1987 
Macworld December 1987 
Radio Electronics December 1987 
Rainbow December 1987 
ZZap64 December 19867 


Thank 

You! 


Other sources include Wikipedia, Flickr, eBay and Google Images. 

Paleotronic Magazine uses out-of-print magazine articles, vintage product advertisements, 
stock product images and other freely-available image assets for educational, transformative, 
artistic and critique purposes, covered by fair-use provisions in most countries. We value and 
thank the creators of these assets for their efforts, and will do our best to use their creations 
in the way in which their creators intended: to inform and to encourage readers and viewers 
to explore vintage technologies. 

In that spirit, Paleotronic Magazine only copyrights the wholly original (not transformative) 
text and image content of our publications, and only for a period of five years after the date 
of publication. After that time, our works will fall into the public domain, so that others may 
carry on in a similar vein. It is not our intention to unfairly profit off of the efforts of others, 
only to make their works relevant once again so that they are not forgotten, and continue to 
have an impact on the public sphere. 



Mill 


John Murvine 
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